The secrets to fail

You have been a party of successful adventurers for so long… why are you failing now?

Because everybody has their secrets.

Pick a role: Guide, Fighter, Mage, Healer.

Now, pick another player and write down a secret you keep from her. Tell it to some other player. She can blackmail you.

Take turns in this order: Guide, Fighter, Mage, Healer, Mage, Fighter, Guide.

In your turn, flip a coin. Heads: you accomplish your part; describe what Treasure you’ve got. Tails: you fail: the player you’re keeping the secret from describes how exactly. You can reveal your secret to another character to flip another coin. If the first three get the same result, the Healer gets that result automatically.

If another player blackmails you, she gets your Treasure this roll.

You can confess your secret to the person you kept it from whenever you want: You can’t be blackmailed now.

At the end, if the Guide fails and there’re still secrets, only the ones that hasn't blackmailed another player escape alive. If she fails and there’s no secrets, you all get lost and die. If she succeeds and there’s still secrets, the bigger Treasure wins. Otherwise, you decide this story’s end.